TIGEBS IN THE SNOW 

ATARI PLAYER’S AID CARD 


QUICK START RULES 

A. Loading the Program 

The program requires the Atari BASIC cartridge. 

DISC VERSION 

Turn on disk drive, insert disk when drive stops, and turn on computer. 
CASSETTE VERSION 

Insert the Atari version side of the cassette into the recorder and rewind 
it. T\irn on the computer, press the recorder play button, type CLOAD, 
and press RETURN twice. When READY appears type RUN. After about 5 
minutes the computer will beep. Press RETURN. When READY appears 
again type RUN. READY appears twice, once after loading in the opening 
program and again after the questions within the menu have been 
answered. 

B. Menu 

The program will now ask you a series of questions to set up the game. 

OLD GAME Y/N? 

If you desire to continue a previous game answer "Y” for yes. If you 
answer "Y" the computer will skip the next questions. If you have the 
cassette version the computer will ask you to insert the cassette with the 
old game and press the recorder play button. If you have the disk version 
insert the diskette with the old game into the disk drive. Type in D: 
followed by the file name (ie., D:G1). If you are using a second disk drive 
you must type in D2:. 

COMPUTER TO PLAY ALLIED Y/N? 

ALLIED RATING (1-9)? 

COMPUTER TO PLAY GERMAN Y/N? 

GERMAN RATING (1-9)? 

Press "Y” or "N” to determine who will play which side and press 
a number (1-9) to determine the rating of a side. The historical ratings for 
each side is "5”. Other ratings will increase or decrease the combat 
points of each unit of that side. 

Rating Change to CP/unit 

1 -12 

2 —9 

3 -6 

4 -3 

5 0 

6 4-3 

7 +6 

8 49 

9 4-12 

C. Strategic and Tactical Maps 

When the map comes up on the screen adjust the tint on your monitor to 
the color combination of your satisfaction (adjust for green trees). The 
game is played on two maps. The tactical map (which comes up first on 
the screen) is where all movement and combat is performed. Since the 
map is larger than one screen, scrolling will take place at appropriate 
times to accommodate game play. The strategic map shows the entire 
map on one screen with the location of units and terrain (rivers are not 
displayed). You may see the strategic map at any time during your 
movement phase by pressing "S". Pressing any key while viewing the 
strategic map will return you to the tactical map. 

D. Playing the Game 

There is no German Movement Phase the first turn so play proceeds to 
the German Combat Phase. If you are playing the German you will be 
asked if you wish to attack a particular Allied unit flashing on the screen. 
The Allied unit I D. and approximate strength will be shown. If you 
answer Y to the question you will be given the opportunity to include or 
not include each adjacent German unit in the attack. You will be given 
the chance to attack all Allied units adjacent to German units. Press E at 
anytime to exit the combat phase completely. After the units are selected 
for a battle the computer will ask the number of artillery points you wish 


to commit (if available) and the attack strategy you wish to follow. If you 
are playing the Allied and you are attacked by the Computer German you 
will be asked to input the number of artillery points and the defense 
strategy. During combat you may be required to retreat or given the 
option to advance. Simply press the number of the direction in which 
you desire to move. See below: 

When advancing you must first move into the 
defender's vacated position. If you do not wish 
^2 to advance or retreat a particular unit press F. 
Retreating units who cut short their retreat 
have additional losses. Play now proceeds to 
the Allied Movement Phase. To move a unit 
simply press 1-6 of the direction you wish to go 
(see diagram above) as you did during retreats and advances. Pressing 
the F key for any particular unit will end its movement. Pressing the E 
will end the movement phase completely for all units. Play now passes to 
the Allied Combat Phase which is identical to the German Combat Phase 
with roles reversed. Reinforcements appear on the map, victory points 
are assessed, and the turn ends with the option to save the game at 
this point. 

E. Saving a Game 

At the end of each turn you will be given the option of saving your game 
in progress. Answer "Y" for yes to save the game. After the game has been 
saved the program will continue the game. Simply turn off the computer 
if you do not wish to continue. 

DISK VERSION OWNERS: 

The computer will ask you to type in a file name under which the game 
will be saved (write it down for your own memory). Type D: and then 
type the file name, which may contain up to eight (8) charactersand must 
begin with a letter (for example, D:G1). Insert an Atari DOS formatted 
disk. Press RETURN when ready. 

CASSETTE VERSION 

Insert a blank cassette and rewind. Press the record and play buttons on 
the recorder. Press RETURN when you are ready. 

F. Additional Displays 

1. "UNITS ELIGIBLE FOR SECOND COMBAT” appears after all units 
have retreated/advanced during combat, advising the player that the 
attacking units will be able to attack again if so given the opportunity. 
The longer the defender's retreat the greater the chance for second 
combat eligibility. 

2. "UNIT OUT OF FUEL” appears when a German unit has not received 
its fuel allowance. The unit's movement allowance will be reduced as 
a result. 

3. A report message is displayed at the beginning of the movement and 
combat phases. The message is displayed as follows: 

12/16/44 OVERCAST 


SCORE 

-21 

GERMAN VP 

29 

ALLIED VP 

50 


4. "UNABLE TO CROSS RIVER” appears when a unit lacks sufficient 
movement points to cross a river. 

5. "UNIT CANNOT MOVE OFF MAP” appears when the unit attempts 
to move off the map boundries. 

6. "UNIT UNABLE TO MOVE” appears when a unit is surrounded on all 
six sides by units and/or map edges. Movement will then proceed to 
the next unit. 

NOTE: For supply considerations, the Allied player is assumed to 
control the North, South , and West map edges and the German controls 
the East map edge. The controlling side is considered to have a ZOC 
eyerted on all map edge positions. 











G. Victory Conditions 

Each side is awarded victory points according to the following schedule: 


German 

Allied 

Computer 

German 


1 

1 

1 

per casualty point 

3 

0 

6 

inflicted 

per unit on south edge 

10 

0 

20 

of map 

per unit on north edge 

0 

20 

0 

of map 

per unit on east edge 

50 

0 

100 

of map 

each turn a unit is in 

25 

0 

50 

Bastogne 

each turn a unit is in 

(16-l\irn #/4) 

0 

CP (16-Tlirn #/4) 

Marche or Rochefort 
(points awarded for 
each city separately) 
per unit exiting the 


map 


See the map for specific locations of map edges, towns, and exit 
positions. 

At the end of each turn victory points are assessed. The last few turns the 
victory status will be displayed. Victory levels are determined by the 
score as shown in the chart below: (score = German VP - Allied VP) 


Score 

0 or les£ 

1 to 249 
250 to 749 
750 to 1099 
1100 to 1499 
1500 or more 


Victory Status or Level 

Allied Strategic Victory 
Allied Operational Victory 
Allied Marginal Victory 
German Marginal Victory 
German Operational Victory 
German Strategic Victory 


To determine victory at the end of the game compare the score on 
12/28/44 to the schedule above. 

H. Atari Version Rule Change 

Section 5.8 is modified in the Atari version such that the CP value of each 
unit displayed on the screen is the actual CP value of that unit (not 
overestimated). 


UNITS 


ABBREVIATIONS | 

ALLIED 

INF — Infantry 

ARM — Armor (Mechanized) 


VG — Volksgrenadier 
(infantry) 

FGR — Fuehrer Grenadier 


Combat 

Date of Entry/ 

AIRB — Airborne 


Name 

Points 

Entrv Hex 

CALV — Armored Calvary 


FBE — Fuehrer Begleit 

2nd INF DIV 

80 

At Start 

(Mechanized) 


REG — Regiment 

99th INF DIV 

75 

tt 

FJ — Fallschirmjager 


DIV — Division 

4th INF DIV 

75 

tt 

(parachute) 


BRIG — Brigade 

106th INF DIV 

55 

tt 

PZ — Panzer (armor) 


XXX / 28 - XXX regiment of 

112/28 INF REG 

20 

it 

(Mechanized) 


28th division 

110/28 INF REG 

20 

tt 

PZGR — Panzer Grenadier 


CCA — Combat Command A 

109/28 INF REG 

30 

tt 

(armored infantry) 


CCB — Combat Command B 

9th INF DIV 

75 

it 

(Mechanized) 


CCR — Combat Command R 

CCA/9 ARM REG 

45 

it 




CCB/9 ARM REG 

35 

it 




CCR/9 ARM REG 

14th CALV REG 

CCA/10 ARM REG 

35 

it 

GERMAN _■ ! 

30 

40 

it 

16th/18 



Date of Entry/ 

CCB/10 ARM REG 

40 

16th/20 


Combat 

CCR/10 ARM REG 

40 

16th/17 

Name 

Points 

Entry Hex 

CCA/7 ARM REG 

40 

16th/10 

277th VG DIV 

55 

At Start 

CCB/7 ARM REG 

40 

16th/9 

272nd VG DIV 

50 

it 

CCR/7 ARM REG 

40 

16th/8 

326th VG DIV 

50 

tt 

82nd AIRB DIV 

70 

16th/28 

12th VG DIV 

55 

tt 

101st AIRB DIV 

70 

16th/24 

560th VG DIV 

50 

ft 

1st INF DIV 

75 

17th/l0 

18th VG DIV 

35 

it 

30th INF DIV 

70 

19th/8 

62nd VG DIV 

50 

tt 

3rd ARM DIV 

100 

20th/6 

26th VG DIV 

65 

$t 

4th ARM DIV 

100 

20th/21 

352th VG DIV 

65 

tt 

43rd INF DIV 

65 

20th/7 

276th VG DIV 

55 

tt 

British 



212th VG DIV 

65 

a 

29th ARM BRIG 

45 

21 st/26 

3rd FJ DIV 

70 

it 

British 



5th FJ DIV 

70 

tt 

80 til INF DIV 

70 

21 st/20 

116th PZ DIV 

100 

it 

5th INF DIV 

70 

21 st/19 

2nd PZ DIV 

100 

tt 

84th INF DIV 

70 

21 st/5 

LEHR PZ DIV 

100 

ft 

26th INF DIV 

55 

21 st/22 

1st SS PZ DIV 

115 

tt 

2nd ARM DIV 

100 

22 nd/2 

12th SS PZ DIV 

115 

16th/13 

CDS ARM DIV 

100 

22nd/l 

3rd PZGR DIV 

75 

I6th/12 

British 



150th PZ BRIG 

45 

16th/ll 

53rd INF DIV 

65 

22 nd/27 

9th SS PZ DIV 

115 

I8th/14 

British 



2nd SS PZ DIV 

115 

I8th/13 

33rd ARM BRIG 

35 

22 nd/3 

FBE PZ BRIG 

50 

181 h/12 

British 



79th VG DIV 

60 

22nd/l6 

75th INF DIV 

70 

23 rd/25 

15th PZGR DIV 

75 

22nd/14 

51st INF DIV 

65 

24th/4 

9th PZ DIV 

100 

22nd/l5 

British 



FGR PZ BRIG 

45 

22nd/l3 

35th INF DIV 

70 

25th/23 

167th VG DIV 

55 

24th/l5 

83rd INF DIV 

70 

25th/6 




